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AMENDMENTS TO THE SPECIFICATION: 

Please replace the Title of the invention with the following Title: 

METHOD AND APPARATUS FOR GENERATING SOUNDS IN A VIDEO GAME 

Please amend the paragraph beginning at page 1 , line 6, as follows: 
The prooont i nvention illustrative exemplary non-limiting implementations 
disclosed herein generally relate rolatoc to a game apparatus s tor i ng a gamo sound 
contro l program capable of displaying game objects and producing sounds associated 
with a plurality of sound generating objects and a method for generating sounds aame 
sound contro l mothod thoroof . More specifically, the procont i nvontion exemplary 
implementations disclosed herein rolatoc relate to a gamo video-graphics gaming 
method and apparatus, the game apparatus being provided with an oporating moan 6 a 
mechanism for inputting game operating information by a playor, proooed i ng a gam e 
and for advancing game play action according to an operation of the oporating moan 6 a 
controller , and method for displaying a game screen including at l e ast two or more 
sound generating game objects, [[and]] producing a 6 ound sounds associated with the 
game scr ee n objects , and a gamo contro l method th e r e of , and a storage medium that 
stores [[a]] game sound data and program instructions for generating game object 
sounds contro l program . 



Please amend the paragraph beginning at page 1 , line >7, as follows: 
Generally, in a game dovo l opod played in a virtual 3D {three-dimensionall space, 
in [[case]] a situation where a virtual sound generating object such as . for example, a 
torch that produces a burning sound i s displayod, for oxamp l o, when a game character 
(e.g.. a p l ayor displayed character[[)]] oporatod controlled by a human player] 
approaches the sound generating object, a process is implemented whereby the to 
wh i ch a burning sound of the torch becomes biggor i c carr i od out louder. At this time, if 
a plurality of [[the]] torches exist around the p l ayor game character (in the three- 
dimensional game space), a . bv mak i ng a plurality of sound generation sources equal to 
the number of [[the]] torches [[sound]] around the game character are needed to 
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produce burning sounds of all of the torches aro gonoratod . However, in a caco that the 
situation where the number of [[the]] sound sources that needs to be coundod produced 
exceeds [[the]] a maximum number of the sounds capable of gonorating counds being 
generated simultaneously bv the game processor , by mak i ng a torch oxicting at a 
d i stant p l aco not gonorato a sound i n accordanco with pr i or i ty, thoroby cav i ng the 
numbor of tho sound sourc es then the total number of sounds needing to be produced 
is reduced bv purposefully not generating sounds from one or more of the sound 
generating objects, which may be prioritized, for example, according to the virtual 3D 
distance from the game character . 



oblique right ot-a position on the display screen, wMe in order that it is processed as if 
the sound of the torch were heard from the oblique right A a right volume component of 
the sound source is increased and a left volume component is decreased. In addition, if 
[[it is]] the game processor is capable of processing a surround sound component, it is 
possible to carry out implement a sound generation process in such a manner that the 
sound of tho torch i s generated sounds may be heard as though originating from behind 
the human operator/ plaver and A thus A the operator/p layer is "surrounded" by the so 
generated sounds. 

5 

Please amend the paragraph beginning at page 2, line;? as follows: 
One example of the prior art is disclosed in, for example, Japanese Patent 
Laying-open No. 2000-13900 [International classification: H04S 7/00, G10K 15/00] laid- 
open on January 14, 2000. In a sound reproducing apparatus of this prior art, it is 
assumed that a position of [[a]] the head of a listener is the origin[[,]] and , accordingly. 
all the arranged sound objects are divided into several groups by a rotating axis that 
rotates about an axis extending toward a front side of the listener by a predetermined 
degree, and a sound of one or a plurality of sound object(s) included in [[one]] each 
group is generated by using only a single sound producing source. 




Please amend the paragraph beginning at page,2, line/8, as follows: 
Furthermore, in such [[the]] a game, if the torch exists , for example, at a front 
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Please amend the paragraph beginning at page 2, lino^HFas follows: 
In a case [[that]] where the total number of [[the]] activated sound sources is 
reduced [[saved]] by assigning [[the]] a distance based priority scheme, as in the former 
example , there [[is]] may be a problem that [[if]] a sound that is not so important but 
rather is to be heard as an ambient sound within a predetermined [[of a]] sound field 
(virtual three-dimensional space) A such as an amb i ont sound ic that sound mav become 
muted., [[a]] If that happens, a certain liveliness of the game is alee lost. Furthermore, 
during game olav. when , for example, [[the]] torches exist on both the right and the left 
of the game character , if only the sound of the right torch is muted, it feels somewhat 
strange that only the burning sound [[of]] from the left torch is heard, irrespective of the 
existence of both right and left torches. 

Please amend the paragraph beginning at page 2, line^as follows: 
In addition, in the latter example , in order to determine a direction [[in]] for dividing 
the plurality of sound objects, it is necessary to evaluate a dogroo the angle toward a 
location or position at which the sounds are to be collected rogarding all for each of the 
objects that produce the sounds. Thoroforo, a ca l cu l at i ng procoss Consequently, the 
number of computations needed for processing sounds from all sound source objects in 
this case becomes huge, and thus [[its]] the processing load on the game processor is 
large. This leads to a problem that [[a]] unwanted [[delay]] delays in [[an]] the essential 
game process processing mav occur. 

Please amend the paragraph beginning at page pf, WnejSas follows: 
Thoroforo, it is a pr i mary objoct of tho prosont i nvontion One aspect of the 
illustrative exemplary non-limiting implementation of the game apparatus disclosed 
herein is to provide a novel game apparatus that stores a game sound control program 
and a game sound control method thereof, and a storage medium. 

3 

Please amend the paragraph beginning at page 3, lineXas follows: 
I t i s anothor obj e ct of tho procont invontion Another aspect of the exemplary non- 
timitino implementation of the game apparatus disclosed herein is to provide a storage 
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medium, a game sound control method, and a game apparatus that stores a game 
sound control program, which are capable of efficiently using a sound source. 

Please amend the paragraph beginning at page 3, lino^Kfras follows: 
A etoraqo modium accord i ng to tho procont invont i on One illustrative exemplary 
non-limiting implementation of the game apparatus disclosed herein includes a storage 
medium which stores [[a]] game sound control program instructions , and the game 
sound control program [[is]] instructions are executed by a processor of a game 
apparatus . The game apparatus also [[which]] comprises [[an]] a game operating 
means, [[an]] a game object data storing means, an image display control means, a 
sound waveform data storing means, a sound producing position storing means, and a 
microphone data storing means. In [[the]] this example game apparatus, the game 
operating means (e.g.. a hand-held controller device) inputo allows imputing game 
operating control information by a human player. The object storing means stores 
objects constituting a game image. The image display control means displays the game 
image including at least the two objects based on the operating information input by the 
game operating means by the player. The waveform data storing means stores at least 
one kind of waveform data corresponding to the sound produced by at least the two 
sound objects constituting the game image. The sound producing position storing 
means stores sound producing position data indicating a producing position at which the 
sound is reproduced for each sound object. Furthermore, the microphone data storing 
means stores microphone data including sound collecting position data indicating a 
position at which the sounds are to be collected at least during the game. 

3 3\ 

Please amend the paragraph beginning at page^ lineyf as follows: 
The game sound control program is constituted of a includes sound volume data 
calculating program computing instructions , [[a]] sound volume component dividing 
program instructions , [[an]] object classifying program instructions , and [[a]] sound 
outputting program instructions . The sound volume data calculating program calculates 
instructions compute sound volume data of the sounds respectively produced by at 
least two sound objects based on both the sound producing position data and the 
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microphone data. The sound volume component dividing program instructions divides 
the sound volume data oa l oulatod computed by the sound volume data calculating 
program instructions into the sound volume component data of at least two directions. 
The object classifying program claoc i fioc instructions classify , out of all the sound 
objects, the object producing the same sound. Furthermore, the sound outputting 
program oxtraoto instructions extract the maximum sound volume component data for 
each component of at least two directions regarding the object producing the same 
sound, and outputs the sound based on the waveform data of the object and the 
maximum sound volume component data of each component. 



As illustrated bv the example implementation shown in Figure 1 . a game Mofe 
cpoc i f i oally, to tho gamo apparatus (12) is connected to game (12: roforonco numora l 
correspond i ng to a compon e nt in tho dotail e d d es cr i ption of the pr e f e rr e d e mbodim e nt s 
doscr i bod l ator, and so forth), tho operating means (16, 22) for inputting [[the]] game 
operating and control information by tho playor ic connoctod . [[The]] In this example. 
game display screen image (80) inc l ud i ng includes at least two objects basod on tho 
oporating i nformat i on i c which are displayed by [[the]] an image display control 
[[means]] ([[63]] 46, S1 1 ). The data for displaying objects (82, 84, 88) constituting this 
game image (80) are stored in tho objoct storing m o an s main memory (40). At least two 
objects constituting the game image (80) are [[the]] sound objects (84, 88) that produce 
a sound, for example, and at least one kind of the waveform data corresponding to the 
sound produced by the sound objects (84, 88) is stored in [[the]] a waveform data 
storing [[means]] memory (54). In addition, the sound producing position data (722b, 
726b, 730b) indicating a producing position of the sound for each sound object (84, 88) 
is stored in tho sound produc i ng pos i t i on ctor i ng moanc main memory (40). 
Furthermore, the microphone data including sound collecting position data (74a) 
indicating a position at which the sound is to be collected at least during the game is 
stored in the microphone data storing moano area (74) of main memory (40) . By tho 
prococcor of tho gamo apparatuo thus conctitutod. tho Thus, the came sound control 
program is executed bv the came apparatus processor to enable control of game sound 



Please amend the paragraph beginning at page 4, line yr as follows: 
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during game plav . Moro cpoc i f i ca ll y For example , the sound volume data ca l cu l ating 
program instructions (36, S31 1 ) ca l cu l ates computes sound volume data [[of]] for the 
sound generated by the sound objects (84, 88) on the basis of both the sound 
producing position data (722b, 726b, 730b) and the microphone data. Then, the sound 
volume component dividing program instructions (36, S43) d i vid es divide the sound 
volume data oa l culatod computed by the sound volume data calculating program 
instructions (36, S31) into the sound volume component data of at least two directions. 
The object classifying program (36, S39) classifies, out of all the sound objects (84, 88), 
the object producing the same sound. If the objects are classified, the sound outputting 
program (36, S49, S51 , S53) extracts the maximum sound volume component data for 
each component of at least two directions regarding the objects producing the same 
sound, and outputs the sound based on the waveform data of the objects and the 
maximum sound volume component data for each component. That is, the sounds 
produced by the classified objects are made up. 

Please amend the paragraph beginning at page 5, line ^as follows: 
According to th e pr e sont inv e ntion In one exemplary non-limiting implementation , 
the sound regarding the same kind of the sound object is output by only a single sound- 
production of the sound source, thus jtjs possible to more effectively use the sound 
source. 

6 

Please amend the paragraph beginning at page 5, linear as follows: 
In a oortain ombod i mont , another example implementation disclosed herein, the 
sound outputting program i nc l ud es a instructions include sound ca l culating program 
computing instructions which calcu l at es compute localization data and sound volume 
data of the sound to be output based on the maximum sound volume component data. 
Moro s p e c i f i ca l ly For example , [[the]] -sound outputting program instructions generate 
(compute) (36, S53) gonoratoc (ca l cu l ates) the localization data and the sound volume 
data of the sound to be output on the basis of the extracted maximum sound volume 
component data so that it is possible to output the sound produced by the classified 
sound objects by only tho a simple sound-production of the sound source. 

-8- 



979246 



KAWAMURA- Appln. No. 10/726,890 



Please amend the paragraph beginning at page js, line^ as follows: 
In another ombodimont example implementation , the microphone data further 
includes sound-collection direction data indicating a direction from which the sound is to 
be collected during the game Play , and the sound volume component dividing program 
d i vidoo instructions divide , based on the sound producing position data and the sound- 
collection direction data, the sound volume data of the sound object into right sound 
volume data, left sound volume data, and surround sound volume data. Mofe 
spocifically For example , the microphone data further includes the sound-collection 
direction data (74b) indicating a direction from which the sound is to be collected while 
the game is being played so that the sound volume component dividing program 
instructions (36, S43) [[is]] are capable of dividing the sound volume data of the sound 
object into the right sound volume data, the left sound volume data, and the surround 
sound volume data on the basis of the sound producing position data (722b, 726b, 
730b) and its sound-collection direction data (74b). 



In a oortain one aspect, [[an]] a set of object sound localization ca l culat i ng 
program game apparatus processor instructions for calculat i ng computing the 
localization of one sound based on the sounds of at least [[the]] two sound objects from 
the sound producing position data and the microphone data is further provided, and the 
sound volume component dividing program d i v i dos instructions divide the sound volume 
data of the sound object into the right sound volume data, the left sound volume data, 
and the surround sound volume data based on the localization of the sound ca l cu l ated 
as computed by the object sound localization calculating program instructions . More 
cpoc i f i ca l ly For example , the object sound localization ca l culat i ng program calculation 
instructions (36, S33) ca l culates compute the localization of one sound based on the 
sound of at least [[the]] two sound objects from the sound producing position data 
(722b, 726b, 730b) and the microphone data. This enables the sound volume 
component dividing program instructions (36, S43) to divide the sound volume data of 
the sound object into the right sound volume data, the left sound volume data, and the 




lo 

Please amend the paragraph beginning at page 6, line^as follows: 
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surround sound volume data based on the localization of the sound oalou l atod 
computed by the object sound localization ca l cu l at i ng program calculation instructions 
(36, S33). 



In a pr e forrod e mbod i mont vet another example implementation, the sound 
producing position data includes position data of a sound object being a point 
represented by [[one]] a single coordinate [[data]], and position data of the sound object 
having rail data defined by at least two coordinato dat a coordinates , and [[a]] near 
coordinate calcu l at i ng program calculation instructions for ca l culat i ng computing a 
position existing on a line connecting coordinates indicating the rail data and most close 
to the sound collecting position data regarding the sound object having said rail data is 
further provided. The sound volume data calculating program ca l culates instructions 
compute the sound volume data of the sound object from the coordinate data calcu l ated 
computed by the near coordinate calcu l at i ng program calculation instructions and the 
sound-collection position data when ca l cu l at i ng computing the sound volume data of the 
sound object having the rail data, and the sound volume component dividing program 
instructions divides the sound volume data into the right sound volume data, the left 
sound volume data, and the surround sound volume data on the basis of the coordinate 
data oaloulatod computed by the near coordinate ca l cu l ating program calculation 
instructions and the sound collecting position data. 



Please amend the paragraph beginning at page 7, line>2^as follows: 
Moro cpoc i fioa ll v For example , the sound producing position data (722b, 726b, 
730b) includes the position data (722b, 726b) of the sound object represented by one 
coordinate data, and the position data (730b) of the rail data sound object represented 
by the rail data defined by at least two coordinate data. The near coordinate ca l cu l ating 
program calculation instructions (36, S63) ca l cu l ates compute the coordinate data 
existing on the line connecting the coordinates indicating the rail data, and of the 
position most close to the sound collecting position data (74a) regarding the sound 
object (88) having the rail data. The sound volume data ca l culat i ng program calculation 




Please amend the paragraph beginning at pages, line fT as follows: 
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instructions (36, S31) ca l cu l ates compute the sound volume data of the sound object 
(88) from the coordinate data calculated computed by the near coordinate ca l culating 
program calculation instructions (36, S63) and the microphone data when calculat i ng 
computing the sound volume data of the sound object having the rail data. That is, by 
calcu l ating In other words, by computing the volume of the sound basedf f.11 on the 
assumption that the sound of the sound object exists on the line of the rail data and at 
the position most cloco closest to the sound collecting position data (74a), [[and]] the 
number of [[the]] sound product i on by the s ound producing sources can be reduced. 
Thoroforo Conseouentlv . the sound volume component dividing program instructions 
(36, S43) dividos, whon div i d i ng tho sound volumo data of tho sound objoct (88) hav i ng 
tho ra i l data into compononto divide , the sound volume data into [[the]] right sound 
volume data, [[the]] left sound volume data, and-the and surround sound volume data 
on the basis of [[the]] coordinate data calcu l at e d computed by the near coordinate 
calcu l ating program calculation instructions (36, S63) and the sound collecting position 
data (74b). That is In other words , the rail data defined by at least two coordinate data 
is considered as the sound of the sound objects, and thereby, the number of tho oound 
production by tho sound sources producing sounds is reducedff.1 1. Thus, it becomes 
[[thus]] possible to handle this [[case]] situation as tho samo as though it were a case 
[[that]] wherein a plurality of [[the]] sound objects are represented by [[one]] a single 
coordinate data [[exist]]. 

10 

Please amend the paragraph beginning at page 8, WnejG as follows: 
A gamo cound contro l mothod according to tho procont invontion Another aspect 
of the exemplary non-limiting implementation of the game apparatus disclosed herein is 
a method for controlling game sound control mothod of a gamo apparatus during game 
play which comprises an operating means for inputting operating information by a 
player; an object storing means for storing objects constituting a game image; an image 
display control means for displaying the game image including at least [[the]] two came 
objects based on the operating information, at l oact the two objects const i tuting tho 
gamo i mago being sound generating objects that produco a sound ; a waveform data 
storing means for storing at least one kind of waveform data corresponding to the sound 
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produced by the sound object; a sound producing position storing means for storing 
sound producing position data indicating a producing position of the sound for each 
sound object; and a microphone data storing means for storing microphone data 
including sound collecting position data indicating a position at which the sound is to be 
collected at least during the game, and comprises follow i ng steps of: (a) calculating 
sound volume data of the sounds respectively generated by the sound objects on the 
basis of both the sound producing position data and the microphone data; (b) dividing 
the sound volume data ca l cu l ated by tho computed in step (a) into [[the]] sound volume 
component data [[of]] corresponding to at least two directions; (c) classifying, out of all 
the sound objects, the object producing the same sound; and (d) extracting the 
maximum sound volume component data for each component of at least the two 
directions regarding the object producing the same sound, and outputting the sound 
based on the waveform data of the object and the maximum sound volume component 
data of each component. 

Please amend the paragraph beginning at page 9, line / >5'as follows: 
In [[this]] the exemplary non-limitino implementation of a game sound control 
method disclosed herein , similar to the example game sound control program disclosed 
herein , it is also possible to reduce the number of the sound gen e rat i on sounds 
generated by the sound sources and A thus a poss i ble) to offoct i vo l y use the available 
sound sources very efficiently . 

Please amend the paragraph beginning at page 9, linens' as follows: 
A gamo apparatus accord i ng to tho prooont i nvont i on One illustrative exemplary 
non-limiting implementation of a game apparatus disclosed herein comprises an 
operating means for inputting operating information by a player, and is constructed to 
procood a gamo advance game plav according to an operation of the operating means, 
display a game screen including at least two objects, and produce a sound related to 
the game screen. This example implementation of a game apparatus further comprises 
a waveform data storing means, a sound producing position data storing means, a 
microphone data storing means, a sound volume calculating means, a sound volume 
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component dividing means, a sound outputting means, an object classifying means, and 
a sound controlling means. The at least two objects are sound objects which generate 
a sound and the waveform data storing means stores at least one kind of waveform 
data corresponding to the sounds produced by the sound objects. The sound producing 
position data storing means stores sound producing position data indicating a producing 
position of the sound for each sound object. The microphone data storing means stores 
microphone data including sound collecting position data indicating a position at which 
the sound is to be collected at least during the game. The sound volume calculating 
means calculates the sound volume data of the sounds produced by the sound objects 
based on the sound producing position data and the microphone data. The sound 
volume component dividing means divides the sound volume data calculated by the 
sound volume data calculating means into sound volume component data of at least 
two directions. The sound outputting means outputs the sound based on the waveform 
data and the sound volume component data. The object classifying means classifies, 
out of all the sound objects, the obj e ct objects that produc e s produce the same sound. 
Furthermore, the sound controlling means extracts, regarding the object objects that 
producos produce the same sound, maximum sound volume component data into eaeb 
componont individual components of at least the two directions, and transfers to the 
sound outputting means the waveform data of the object and the maximum sound 
volume component data of each component. 

Please amend the paragraph beginning at page 10, line^as follows: 
In this game apparatus, similar to the game sound control program, it is also 
possible to reduce the total number of tho sound production sounds produced by the 
sound sources and, thus , it is possible to more effectively use the available sound 
sources. 

// 

Please amend the paragraph beginning at page 10, line^as follows: 
According to th e pr e sent invont i on another aspect of the illustrative exemplary 
non-limiting implementation disclosed herein , since tho sound rogard i ng sounds 
generated bv the same kind of [[the]] sound object [[is]] are combined brought together 
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into one, it is possible to make more efficient offootivo l y use of the available sound 
sources. 

/o /*f 

Please amend the paragraph beginning at page -H", line/* - as follows: 
Furthermore, according to tho prosont i nvontion another aspect of the illustrative 
exemplary non-limitina implementation disclosed herein . when making 
confiaurina/settino up the sound sources up-one, it is possible to [[bring]] combine 
sounds from several of them into one without resulting in evoking any strange foo li ng 
sensations in the ooerator/plaver . and therefore, the ooerator/p laver is f roo from spared 
from experiencing strange or unnatural f ee l i ng feelings while efficient use is made of the 
sound sources aro officiont l y ueod . 

to 1% 

Please amend the paragraph beginning at page >f , line,© as follows: 
The above described objects and other objects, features, aspects and 
advantages of the prosont i nvont i on illustrative exemplary non-limiting implementations 
disclosed herein will become more apparent from the following detailed description ©f 
tho procont i nvont i on when taken in conjunction with the accompanying drawings. 

/O 33 

Please amend the paragraph beginning at page line^S'as follows: 

Figure 1 is an illustrative view of an show i ng ono oxamp l o of a gamo oyotom of 

tho prooont invont i on exemplary non-limitino implementation of a game system 

apparatus : 

H 

Please amend the paragraph beginning at page 1 1 , line>eras follows: 
Figure 4 is an illustrative view show i ng otruoturo of game processor instruction 
components a sound control processing program shown in Figure 3; 

Please amend the paragraph beginning at page 1 1 , line-20"as follows: 
Figure 5 is an illustrative view showing an example arrangement of data stored in 
an object data storing area shown in Figure 3; 
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Please amend the paragraph beginning at page 12, line>Tas follows: 
Figure 14 is a flowchart [[shown]] showing a portion of a sound control process of 
the CPU shown in Figure 2; 

7 

Please amend the paragraph beginning at page 1 2, lin&25 as follows: 
DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS EXAMPLE 
IMPLEMENTATIONS SHOWN IN THE DRAWINGS 

Please amend the paragraph beginning at page 25, line^'as follows: 
Therefore, in this ombod i mont example implementation , in [[a]] the case [[that]] 
where the same kind of a plurality of [[the]] sound objects exist on the game screen 80, 
[[the]] a sound is output by only a single sound-production i n tho sound s ouroo , thus 
saving the available resources of the sound source to bo used i s saved . That i s 
Accordingly , the available resources of the sound source [[is]] are used more effectively. 

31 II 

Please amend the paragraph beginning at page,3z, linear as follows: 
It is noted that in this e mbodim e nt example implementation , although detailed 
descriptions regarding the generating process of the game image are omitted, contents 
of the descriptions are described in detail in prior-filed Japanese Patent Publication 
2002-161 148 by the inventor, for example. 

35 7 

Please amend the paragraph beginning at page ,36, line/f as follows: 
In addition, in this ombodimont example , the sound produced by a plurality of the 
sound objects of the same kind are output by the single sound-production of the sound 
source so that, after obtaining the maximum values of the L, R and SR components, the 
sound volume data and the localization data are calculated using the same. However, 
the obtained maximum values may be directly applied (transferred) to the DSP 52. 
This, too, allows to bring into one the sound produced by a plurality of the sound objects 
of the same kind, thus possible to reduce the number of sound-productions of the sound 
source to be used. 
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Please amend the paragraph beginning at page 36, lineifTas follows: 
According to thio ombodimont one aspect of this example implementation , the 
sound of a plurality of the objects of the same kind are output by the single sound- 
production of the sound source so that it is possible to use less resources of the sound 
source. That is, it is possible to effectively use the sound source. In addition, the sound 
source is not deleted according to the priority order, thus not deteriorating the liveliness 
of the game. 



It is noted that in this ombod i mont example , in a case that a plurality of the sound 
objects of the same kind exist, these sound objects are brought into the single sound- 
production at the sound source, thus using less sound source. However, even in a case 
that the sound source is used less, when the number of sound-productions of the 
usable sound source is exceeded, according to the priority order data (see Figure 5) 
included in the data of the sound object, the sound of the sound object not to be output 
is determined. However, as described above, the priority order of the sound object that 
brings the sound-production of the sound source into one is set high, and the sound is 
always output. 



Please amend the paragraph beginning at page-37; line >f as follows: 
Furthermore, in this e mbodimont example , in a case that the sound object 
producing the sound of the same kind exists irrespective of the number of sound- 
productions of the sound source, these are brought into one. However, only in a case 
that the number of the sound objects exceeds a predetermined number, the same kind 
of the sound may be brought into one sound-production of the sound source. 



Please amend the paragraph beginning at page^ST", line >5 as follows: 
Furthermore, in this embodimont example , descriptions are only given to the 
video game apparatus as shown in Figure 1 . However, it is needless to say that the 
procont i nvontion illustrative exemplary non-limiting implementations disclosed herein 
are [[is]] applicable to another game apparatus or a portable game machine or a DVD 



Please amend the paragraph beginning at page 36, linens' as follows: 



3G 
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player, and etc., that produce the sound produced by the sound object displayed on the 
monitor by a sound processor such as the DSP using the sound waveform data. 



Still furthermore, in this ombod i mont example , a case of being provided with only 
right and left speakers, or a case of being further provided with the surround speaker is 
described. However, two speakers are sufficient if capable of outputting the sound at 
least in two directions. In addition, four or more speakers may be provided. 
Furthermore, in a case of calculating the component of the sound volume, as shown in 
the above embodiment, it is desirable to calculate according to the number of the 



Please amend the paragraph beginning at page M> linens as follows: 
Furthermore, in this ombodimont as th e sound ob i octs example , only the torch, 

the river arid, the wave sound objects are described. However, [[the]] sound objects are 

not necessary limited thoroto to these example alone . 



Please amend the paragraph beginning at page £58, line^fif as follows: 
Although the prosont i nvontion illustrative exemplary non-limiting implementations 
disclosed herein have [[has]] been described and illustrated in detail, it is clearly 
understood that the same is by way of illustration and example only and is not to be 
taken by way of limitation, the spirit and scope of tho prosont i nvont i on applicants 1 
invention being limited only by the terms of the appended claims. 





speakers. 
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